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TVE OREAMT OF 
THI6 DUEL FOR NEARLY 
THIRTEEN HUNDRED £ 
YEARG, RAVIPEL. | 


at 


1 WOULDN'T V4 
PLACE A MARKER 
Nan Dinky Quite 
YET, DEAR GIRL. Jd 


LET'S SuPROsEe 
I LIMIT YOUR 
ACCESS TO MINORA'S 
AMBIENT 
MAGIC... 


SUPPOGE T 
TAKE CONTROL 
OF YOUR L/77LE 
BIRPE NITHA 
RIPTIDE... 


OR SUPPOSE 
L JUST SMASH 
THEM OUT OF THE 
AKY WITHA 
SIRENS CAL: 


ME BZ 
Jf 


+AND THESE 
NEXT TWO HAVE 
4 NALITICAL 

THEME! 


Aq He BITTER 

A SLICES OF THE 
FRESHLY VEAD-- 
INVIGORATING! 


Es 


i) 
~ 


WY TEACHER \ 


WAS A MASTER OF 


ALL FIVE COLORS 4 


PP WY, THE WOMAN 
f) I GOING 10 AK 
THE MOMENT L'VE PULLED 
MY MOKES FROM 
YOUR CORPSE-- “o- KRISTINA ¥ 
te OF TME 4 


Vitus 
LO 


WHAT KIND OF el 
DEVIL TAUGHT You 
TO ELUDE THE BREATH fee 
OF DRAGONS ? 


HI6 ONLY AZAW 
WAS HIS TASTE IN 


) WOMEN HE CHOSE 


10 LOVE ONE THAT 
BOTH YOU AND I 
PECPICE, 


WOOPS / 


_ Nothing is what it se 
“+ Based upon the highly anticigdted; 
_ © Gover painted by. legendary 


| Late summer, 1281, 
by the reckoning Of 
the Sages of AAinorad. 


A thousand. mifes 
south of the duel. 


2 a oon 

IVE TRIED, We 

LIANA...BUT 1 Yas <—S 

M JUST PONT HAVE SS 
THE POWER. 


Wf IWANTTIO & 
HELP YOu-- THE 
is iD 


WAY YOU/ 
HELPED ME... 


- BUT T 

CAN'T TAKE 

ANOTHER 
STEP, 


LV JUST AS S00N 
WOT HEAR ANY MORE 
WONPROUS QUOTES 

FROM YOUR OLD 

BOYFRIENZ, THEIR, 


a 
4 FRIEND OF 
MINE ONCE SA\7 


Y 


a 


LOOK-- WHY ARE 
YOU FOLLOWING 
ME? WHY HAVEN'T 
YOU USE? YOUR MAGIC 
1O HELP NE GET TO 
, MINORAD ? 


Vow WY WIA 6 Rave CES 
Ce ly LIANA'S MOKES, HELL 


Z jj BE ABLE To DESTROY |} 
tp Wy EVERY QVE OF YOUR 
a VW Wipe es PRECIOUS TREES 
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ALL YOUR BELOVED 
LITTLE ANIMALS, _ 


YOU'VE COME FAR 
ANP LEARNED MUCH \y SQ YOU'VE EVEN 
IN THE MONTHS L'vé S : \ GROWN A MEAD 
KNOWN YOU, JARED. cS ™. TALLER 
BUT YOU'RE NOT 
A PLANESWALKER 
YET... PAVIPEL 14 STILL 
CAPABLE OF 
DEFEATING THE 
SHADOW MAGE, 


You've A HEART OF 


1H YOU WOMEN MAGICIANS! 

WHAT'S RAVIPEL GOT ON ~~. EARTH AND FIRE, NY 

WOU Ter VOLES (Oo ; FRIEND. I've MISSER You 
CHICKEN TO FIGHT HIM? THESE PAST WEEKS, 

4 | ALL RIGHT. CUT THE 


RACKET ANP TURN AROUND... Yas 


KRISTINA-- IT'S THE 
LEAST YOU CAN VO! 


THINK OF THE 
SOOTHING POWER 
OF THE WAVTE 


ay REMEMBER, 
f 10 KWOW NUCL, 
you've GOT 10 KNOW 
THE LANE. 


10 KNOW THE 
MOUNTAIN, YOU MUST 
ENTER \T, JARED... 

EXPLORE IT... 
EXPERIENCE \16 
STONE AND FLAME. 


THEM 10 CALM 

YOU...TO HELP YOU 

PASS W/7O THE A 
MOUNTAIN. 
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Acclaim Comies, thc. 


You sure % 
KNOW HOW To YY 

PICK Your 
MOUNTAINS ! 


ITS AN ANTIQUITY. 

A TROVASH ENGINE, 
I THINK THEY WERE CALLED 
THOUSANDS OF YEARS OL? 


YOU'RE SHOWING 
YOUR AGE AGAIN, 
M'LADY. 


/ 

THOT METAL BRP \ 
RAVIDEL SENT arrer Bl 
ME IN MY FATHER'S J 

CASTLE, 


THERE WAS A 
SHIPMENT OF GREAT 
MACHINES, BROUGHT 
TO CORONPOR FROM 
THE LOST LAND, TERISIARE, 


THEY WERE MINING \ 
TOOLS LIED By 
MIGHRA'S FORCES 
IN THE BROTHERS 
Wa 


coo 


LIKE Your 
BIRD, THEY Were 
POWERED By 
\ LOCK WORK 


ONLY a6 ING 
Ba pa HEL 


~THIS MUST 
BE ONE OF 


AND A BURNING 
WEEP 10 8 
JARED, 60N ENCHANTED ; mY). YSN 
OF ADAM... YOU'VE STEEL. j Gi) \ Vn WUE: 
DISRUPTED NY WMA 
aoe aad 


TELL ME 
WHY T SHOULON'T 
HAVE YOu FOR 
LUNCH. 


ys 
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SWORDS ANP _ 
SORCERY? IPLE 
THREATS AGAINST 

THE LIKES OF 

A SHIVAN. 


GOING SOMEWHERE? 
YOUR COMPATRIOT 6 ONE 
OF THE MOST POWERFUL 

WIZARDS \N THE 
UNIVERSE-- TELL HER TO 

“ZAP *YOU THERE. 


KRISTINA \6 
MY TEACHER-- 
NOT MY MOTHER. 
MY QUARREL WITH 

THE BATTLEMAGE S PLAINLY, 
RAVIDEL 15 MY OHM, | = ’ THE ENGINE (6 


I WILL ENGAGE HIM 
UNDER MY OMY POWER-- 
AN? IF YOU ARE THE AFEPER 
OF THIS TROVASH ENGINE, I 
A5K YOU TO LENZ IT TO ME, 


von Ane es. 
Wg catinies AND 
days later WAY parlor tRicKs-- 


IT WILL TAKE AfOGE 
THAN DIRTY MAG 


TO FIRE TAS Af Ue AAADMAN AS 


YOUR FATHER, MAGELING 
eo TLL NOT LIFT A EUW 
GER 10 YOUR AID. 


Ore doy Ga = a Say eh \ 
more. 2 ’ NE Ae Liauive are 


dT Wi!) Zo Ny aire | BAL ANCED-- FORWAR 
WN! HY / — }\. 2ownm..Baccwarn’ ph 
‘6 LF.. 


TO THE LEFT’ 

TO THE LEFT! & 
CURSE? WHELP-- 
ONE FLAW IN : 

THIS MACHINES HULL & 

AND YOU'LL BE ff 

WARM AAMC 


STOLEN CENTURIES AGO-- 
IT WILL NEED TO BE STARTED 
BY OTHER MEANS. _ 


NO PROBLEM! 7 
MOUNTAIN NLCIC. 
IS THE TYPE I 
KNOW BEST, 


FOCUS ALL OF YOUR 
POWER INT MOVING 
THE ENGINE... ANP L 

WILL EXPLAIN. 


“THE ELPER PRAGON 
PALLAPIAsMORE... 
THE ACTIONS OF THE 
MHANMMERMELM? ORPER 
DURING THE BROTHERS WAR 
THE ASA WARLORP 
EMBERECK OF 
GOLTHONO 


OSE WHO E/ 
- THE \\ 
LWAYS BEE 
EST TO ANGER... OWIFTEST 
TO PEGTROY. 
i A 


“RED MAGIC IS ROOTEY 
IN THE STUFF OF STARS. 
ITS MANA [6 RN OF THE 
MOLTEN HEPUTS 
WORLDS.. 


wbINBRIPLED (1S 
POWER IS THAT OF 
FIRE OND CHAOS. 


"SIMPLE, HEARTY, ANV STRONG, THOUGH 
THEI? CIVILIZATIONG® MAY F926, GURELY 
THEY WOULD BRING DOWN OTHERS WITH THEM 


e % 


“IT 16 THE 2 
PIB CIPLINE "THE ARTIFICE OF IOLAND 
OF DEETRLICTION, MAGIC, ANP THE QA@OER OF 
rt ] i mm THE MAGIC OF THE PLAINS, 
MAKE FOR NATURAL EAEANES 
OF THE MOUNTAIN SORCERY. 


ie 


“DRAWING MANA 


‘ te Ak ue ' ape a : arienehh ve Meee | FROM MOUNTAINS 
ba Se : ee ; : Me i] ALONE |6 USELESS 
gs Lee ee yt ery AGAINST A 
ty oy “ ad. 4 CUNNING 
OPPONENT... 


* 


Me “THE RED MAGE CANNOT HEAL 

Reem =HIMGELF, WOR REGENERATE 
abe wee HIS POWER ONCE HE HAS CAST 
we et tae ge TO Hi6 LIMIT. 


VAUNGCLORNMSS 
ATTEMPTS AT STRIKING DOWN 
OPPONENTE, \NSTEAP OF 
WHITTLING POWN BEFEAGES. 


* ri 


RED'S DEFENSES ARE KEW, 
AND MOUNTAIN MAGES ARE OFTEN 
BLINPEP BY THEIR POWER 
AN? AGGRESSION, 


s 


* 
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REGIOT THE TEMPTATION Ke cdei samen eae Hass 
TO USE RED MAGIC AT £787 |. . : : 
STRIKE, CHAVON MAGE.. - i eas, Met 


“PRIME YOUR ENEMY WITH THE 
ORDER OF WHITE ANP THE 
CREATURES OF GREEN--BEFORE 
YOU VANQUISH HIM WITH B48S/OWS 

UNLEAS6HEP /" 
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LEAVE THE SHIVAN 
TO SLEEP, KRISTINA... 
I THINK YOU'? BETTER 
LOOK AT THIS, 


LIANA'S 
MAGCIC--1 
CAN TELL 


ON THE RIDGES 
OVER THE VALLEY! 


& TAKE ONE LAST LOOK 
n( AT THE ARTIFACT THAIS 
CALSED YOU THIRTEEN CEN- 


At the } YP grt TURIES OF AW/SERY, LIANA... 
Dues site. —AQS 7 
c acid . 


+ AFTER YOU 
QE, TM FINALLY 
GOING TO USE THE 

SYCEX. 


THE LAST OF 
YOUR PATHETIC 
FOREFATHERS AND 
ALL THEIR VAUNTED 
KNOWLEDGE 
WILL BE GONE 
FOREVER. 


D'AVENANT-- 
RETURN TO 
S.UAMATH ! 


L DIDN'T 
MEAN. 


Di aGit 
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6O00...THE 
SAAPOW MAGE 
CAN TAP-- 


YOu HAVE 
SUMMONED ME 
Bal 10 KILL RAVIVEL 
--AND ELAN WILL J. 
- L066 Yo |= 


Sie THATS WHAT © 
WHETING 
K YOUR BREATH, Ce a 
LL BLIRM THE 
SOUL FROM HER BODY 
--AND SHELL STAND 
THERE AND 7@KE IT. ¢ 


Z. 
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Ry 
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RITLAL OF 
\ SUBOUA 


KRISTINA-- 
WHAT'RE YOu 


re REMEMBER? 


L CAN KEEP 
IT UP A FEW 
MINATES-- 


HOW MUCH NOT MUCH 
TIVE VO LONGER. 
WE HAVE? ? 


Pay ONCE, WHEN 1 WAS 


YOUNG AND S7UFIZ 
--5HE WAS OLP...BUT 


j STILL, $0 VERY AA/VE. 


7 

MOKES LL 

STILL WORK, 
THOUGH, 


WH IRE YOu 
TALEIMG ABOUT? ¥ 

KRISTINA'S MY 
TEACHER-- WE'RE 
HERE TO KELP 7 <\\ 


Vike sv = 


TOO RISKY. 


RIGHT, LiaNa-- Yo” ; RAVIVEL STILL BEARS 
YOU ALWAYS \ THE SYZEX, AND 
y Z WEVE GOT WO HAY 
Z To DESTROY IT. bos 


YOU ANV JARED 
WILL HAVE 10 7AKE 
THESE MOXES ANP 


RAVIDEL 
LIP BREAK HIS 
PROMISE. BUT 
NOT AZZ THE SAGES 
ARE DEAR 


FIND A WAY 
TO ONMAKE HE 
SYLEX--TLL STALL | 
RAVIDEL FOR AS 
LONG AS 1 CAN 


p 


ARE YOU 


CRAZY? 


/ THESE MOXES 
COULD CURE 
RAVIDEL OF ANY 


MON | CAMAGE THE 
(alte. MS SH/VaN O17 
3 V ~ POWER SOUR 
WITH THEM, HE A bie thawerre nt 
COULD Decimate W  Casree TaN EVER 
THIS WORLD, OR HE'D NO LONGER” ' 
WORSE...WAND Lave TO RELY ON /L = 
THEM 10 A MASTER THE LAA/P FOR — 
HE SAYS WE HI6 MANA : 
BOTH AMOW, ree F 
LVE HAD ABOUT 
ENOUGH OFTHIS 


RAVIPEL 1S WISE 
TO YOU, HE HAS A 
SPELL THAT CAN 
SLAST ONY 
CREATURE OF THE 
MOUNTAINS INTO * £4 


LIANA, Now'6 
OUR CMANCE-- PN 
AN? L CAN BO IT!) DY 


I ASSURE YOu, 
HE'LL VO NO FURTHER 
PAMAGE...\N\THOUT 
THE BENEFIT OF HI6 

LUNGS. 


PLANESWALKING 
UNDER YOUR R/7TL/AL 
OF SLIBOLIML NILL 

BE \MPOSSIBLE. 


THE SAGES SPOKE OF A 
OEVICE. THEY SAY ITS 
HIPVEN IN THE WATERS 
NEAR CORUNDIS. IT CAN 
NEUTRALIZE THE SYLEX, 


GO AHEAR . 
LIANA...TAP THEM 
ONE MORE TIME, fy 
ie 4 “\ 
BUT ITS TIME 
FOR YOU TO 9O ie 
WHAT YOU AMLAST, age 
NOT WHAT YOu # 


THERE'S A LARGER 


7 STORY HERE--AND T 


CHARGE KRISTINA 
WITH TELLING YOU 
THE TRUTH, 


YOU'VE KEpT 
YOUR PROMISE 
TO ME, RAVIPEL, 


YOUVE CRUSHED 
ALL MY DREAME... 
ee : KILLED EVERYONE 
BU AFAR MORE Ge I'VE EVER LOVED, SAVE 
MERCIFUL END Vane | \ JARED CARTHALION, 
THAN WHAT SHE'LL (e ; 
FACE WITH ME. 


YOU SHOULD HAVE 
VIMAVED ig A USED THe MOXES To 
BOTH, LIANG... SHE A ORME HER SAZUL 
CONDEMNED US mm TOPOWVER, & 


YOU’LL NOT 
TOUCH A/F OR 
Hi6 FRIENCS 
WHILE T LIVE. 


7 COME, JOURNEYING 
ANGEL -- WITH THE 
POWER OF MOK 
JET, 1 CAN OPEN 
ARIFT INTO THE 
ABYSS. 


KRISTINA'S 
RITLIAL WON'T 
AFFECT US THERE, 


LETC FILMS 
TA1S CLEL NOW... 


Ane 
FOREVE[e / 


ALONE, SHE 
DOESN'T STAND: 
A CHANCE... 
SHE'S GIVING HER 

LIFE For Us. 


“arIER MY 
FATHER DIE 
MY GUARDIAN 
EZER TOLD ME 
1 WAG ALONE-- 
THAT LOVERS 
AND COMRADES 


THERES ONE SMALL 
HOPE-- THE FLARE 
SHE JUST CAST WILL 
GIVE HER ACCESS To 

ONE MORE SPELL, 

ONCE THEY'RE IN 
THE ABYSS. 


SHE'S TOUGH, 
JARED... AND MORE 
THE WOMAIVV 
THAN I'LL EVER BE 


eats 


“I DON'T THINK TI 
BELIEVE THAT 


“BUT IN BIRTH, IN LIFE, 
AND IN DEATH, 1 WOULP 
_ ALWAYS BE ALONE, 


ANY MORE, KRISTINA," Ik 


continued. 
1) 


Well, we're halfway through the 
Wayfarer miniseries and things sure are 
looking grim! Ravidel’s back, badder than 
ever, and armed with something called a 
Sylex (any idea which one and why, 
Magic players?); Minorad has been deci- 
mated (so who's gonna keep track of time 
on Corondor?); and everybody except 
Jared seems to know everybody else from 
some big party at the beginning of time! 

On the home front, your letters have 
been fun to read, and it’s clear you're hav- 
ing a good time sifting through the clues 
and following the subtle continuity being 
woven through Armada’s various Magic 
books. We've only got room enough to 
print a few of your letters this issue, so 
let's start off with a winner! 


Iam a real big fan of Magic: The 
Gathering (with over a thousand 
cards), and I have thoroughly enjoyed 
your comics. However, the trials of 
Jared are, in my opinion, most inter- 
esting. | wonder what colors Jared 
will finally choose. I wonder if it will 
be Red and White, like his father? 

Another interesting fact is Jared’s 
moon birthmark. Does this mean that 
he is related to Kaysa (from Ice Age 
#4)? If she married Jaeuhl, and Jared 
is her descendant, it would explain 
the birthmark, his power over Green, 


and the Force of Nature’s comments. 


about the Mark of the Elder Druid. 

How about adapting some of the 
Legends cards into comics? I’d love to 
learn more about the likes of Gabriel 
Angelfire and Rubinia Soulsinger! 

In answer to your quiz in issue #2, 
the following is the complete list of 
Magic comics (so far), in chronologi- 
cal order: 

Arabian Nights #1-2* 
Antiquities War #1-4 
Falien Empires #1-2 
Ice Age #1-4 

Shadow Mage #1-3 
Nightmare #1 
Shadow Mage #4 
Wayfarer #1-5 

*I'm not certain about the place- 
ment of Arabian Nights, but I’m sure 


it takes place before Ice Age. Keep up 
the great work! | 

Charles Craig 

Laurence Ego NJ 


Congrats, Charles! You got it right! 
We got dozens of letters that placed the — 


chronology of our titles fairly accurately, 
but yours was the only list that placed 


Nightmare exactly where it belonged— 


between Shadow Mage #3 and #4! Your 
observation about Jared's birthmark, and 
its possible connection to Kaysa was also 
the first we've received, making your 


prize (signed copies of the Shadow Mage 


trade paperback collection, and of this 
issue of Wayfarer) well earned! 


I am writing about your test to put 
the Magic: The Gathering comics in 
their proper continuity. First, | must 
say that though I do not play. Magic: 
The Gathering (it cost too much to col- 
lect all the cards), I greatly Pay. the 
comics, which I collect. 

I believe that the proper continuity 
is: 1) Antiquities War 2)Arabian 
Nights 3) Fallen Empires 4) Ice Age 
5)Nightmare 6)ShadowMage 
7) Wayfarer 

Here’s my reasoning: Antiquities 
War is first because in issue #2 in the 
“An Interview With Skaff Elias” he 
says that the war was responsible for 
the Ice Age and began the study of the 
five colors of magic. 

Arabian Nights is second because 
Taysir is a full planeswalker in Ice 
Age, and an apparent friend of 
Kristina. 

Fallen Empires is third since this is 
where the Ice Age begins. On the last 
page of issue #2 Tevesh Szat calls for 
silence after the murder of his sister, 
and says let them be “muffled under 
snow and ice.” 

Ice Age is fourth because there is 
Taysir as a full planeswalker and 
Tevesh Szat is still wanting silence. 

Nightmare is fifth because the year 
is 1281, the same as in issue #1 of 
Wayfarer but on page 20 the Healer 
says that Coldraith stopped the river 


ork, N.Y. 10001 


Golthonor to halt an invasion by 


__ Ravidel. So this has to come before 


Shadow Mage and Wayfarer. 
Shadow Mage is sixth with the tale 


of Jared Carthalion’s battle and defeat 
of Ravidel. 

Wayfarer is seventh with the con- 
tinued tale of Jared and his quest to 
become a full planeswalker by meet- 
ing Kristina, who claims friendship 
with Taysir. Wayfarer begins in late 
winter 1281. 

I hope that this reasoning and line- 
up is accurate and sound. I have a 


couple of questions about some 


events in these series: 1) Will Tevesh 
Szat remain a villain? He did not 
become one ‘til his sister was mur- 
dered. 2) Did the Ley Druid Kaysa (Ice 
Age #4) marry Jaeuhl Carthalion? 
Jared Carthalion has a crescent mark 
on his right cheek similar to the mark 
on Kaysa’s chest. Kaysa did say she 
wanted to meet Jaeuhl. 
Larry Williams 
Decatur, AL 


Almost, but not quite, Larry. Taysir’s 
origin takes place in the distant past— 
even before the Urza-Mishra War—thou- 
sands of light years from Dominaria. As 
Charles Craig pointed out, Nightmare 
takes place during the events seen in the 
Shadow Mage series, no doubt between 
the fall of Arathoxia and Jared’s raid on 
Castle Melmereth. 

To answer your questions: 1) Tevesh 
Szat looks to be a bad guy for the foresee- 
able future, Larry, although you might 
find some new insight into his twisted 
character in the upcoming Shandalar 
miniseries. 2) For more about the ultimate 
destiny of Jaeuhl and Kaysa, stick around 
for next year’s crop of Magic titles. We 
think you'll find some surprises in store 
for our star-crossed Kjeldoran Knight and 
Ley Druid! 


Magic: The Gathering-Nightmare 
was lots of fun, and we like the way it 
refers to stuff going on in Shadow 
Mage without being too obvious. Our 
first. question is, if Coldraith cast a 


spell on Altair to kill him, why didn’t it | 


kill Coldraith when it was redirected 
back at him? Now as to Altair’s enchant- 
ment which held back his planeswalker 
ability, was it perhaps Anti-Magic Aura? 
We say this because Anti-Magic Aura 


counters all enchantments that are placed 


on it. 
Now as to the 


worked for him. 


Good to hear from you again, 


guys! To answer your questions: Coldraith 
seriously underestimated Altair’s power. The — 
spell he cast would have destroyed a novice 
mage, but would not have slain a wizard of © 
Coldraith’s stature. Good guess on how | 
ware condition came| 


Altair’s  pre-} 
about, but you didn’t quite make it. Check 
out | arer #4 for the final answer! Also, 
your guess about what our Home pres- 
tige format comic will be about was educat- 
ed, but still missed the mee The book ee! 
talking about is M 


Shi 


I have just picked up issue #2 of 
Wayfarer. First off, I want to say the 
cover by Michael Kaluta is great. (Notice | 
the two colors of the “Pentagon” seen on | 


the back of all magic cards.) I also would 


like to say that I am the proud owner of © 
all seventeen Magic: The Gathering | 


comics, including the art gallery, 


Convocations, which I thought was | 
done very well. In the “Revelations” sec- _ 
tion of Wayfarer #2 you ask for guesses © 


as to who it was that changed Ravidel 
from white to black/blue. Well as I recall 


it was Kristina of the Woods when she __ 
brought him back foley the dead on the | 


Null Moon back in | e#3. 


Keep up the good work. I'd like to see | 
Charles Vess do a whole series or at least 


more covers 
Nick Averill 


Renton, WA | 


Remember, Nick, in Ice 


kindness. She couldn't have known that he'd 
be so offended! In any event, no planeswalk- 


er can simply alter another's choice of lands | 
or colors. Someone else would have had to | 
teach Ravidel black and blue magic. Who 
could it be? You tell us! Several hints were 


dropped in this very issue! 


ds issue, we | 
happen to think that it would be about 
Tevesh Szat, Leshrac, and Faralyn on the | 
Shandalar plane, and who they might | 
encounter. As to whom Ravidel is a min- | 
ion of, | would have to say it’s probably | 
Faralyn, because Ravidel originally | 


Chris & Andrew Cowles L 
Catonsville, MD 


r ng 
indalar, coming out this November. It's | 
by the amazing team of David Quinn and Bo . 
Hampton, and picks up the adventures of 
Szat, Leshrac, Faralyn, and Lim-Dul, where 
they were left off in Ice Age. Take a look at © 
our Coming in October box for a preview of 


#3, Kristina / 
cast Resurrection on Ravidel as an act of | 


VENANE 


astonishing accura 
archer has vowed to fell 
her, her victim, or bot 
of a long, natural 
a tub-full of healin; 
and then returning 
which prevents i 
herb-tub. 
The region of Aver 
eldest daughter is in 
daughters, the nearest 
when a male is the 
marry and produce 
sions of their mothers 
property rights for 


They are made to mer 
Argivian, to inspire t 


three nights fastin, 
dedication. At the c 
during the three ni; 
makes this retreat. T] 
vigil takes place in a 
deserts her vigil, fall 
cannot become an A 
ed and are privilege 
Interestingly, squ 


over the zombie’s 
punished for lying OF cc 
trained as poets, 


force alone they are the 
without question (reme 


could come to life and 
ous as Ravidel, she wi 
Archers must prove 
can become knights. i 
fateful encounter with 


posthumous knighth 


Hello once again, planeswalkers! This 
time around, we get a chance not only to 
look at Wayfarer #3, the continuing saga 
of the budding planeswalker Jared 
Carthalion as he explores the five colors 
of Magic, but we get to witness an event 
the comic fans have been have been hop- 
ing would happen: the return of Ravidel! 
Hold on to your seats folks, it’s going to 
be an exciting ride! 

As with every issue of Wayfarer, a 
color is analyzed for its use in Magic. 
Wayfarer #3 highlights one of the most 
popular colors in the game: Red. Red 
magic, as a Shivan Dragon instructs 
Jared Carthalion, is the magic of earth, 
fire...and chaos. Mountains are the mana 
source for red magic. Wizards who use 
red magic have limited but powerful 
avenues for spells they can use. First, 

_they have quite a selection of hearty 
creatures to chose from. The standard 


stock of creatures includes Dwarves, — 


Ores, Goblins, Kobolds, Minotaurs, and 
Giants. These creatures have casting 
costs as varied as their powers and 
toughnesses, and they are plentiful. 
The more advanced wizards can sum- 
mon mighty Earth Elementals, Fire 
Elementals, and Rocs. With enough 


mana, they can even summon the 


mighty Shivan Dragon (as seen both in 
this issue and Shadow Mage #4), a 5/5 
flying creature which gains +1/0 (until 
the end of the turn) for every point of red 
mana pumped into it. Indeed, red offers 
many creatures, and many of those crea- 
tures are quite powerful. 
Red magic also can deal quite a bit of 


what is known as “direct damage.” — y 
Some of these spells are Fireball, | battling Ravidel instead of his typical red 


Disintegrate, Lightning Bolt, Chain — 


Lightning, and Lava Burst. These spells 
are designed not only to rain damage 
upon creatures, but upon your oppo- 
nent, as well. It is usually up to the cast- 
er of these spells to choose the target. 
Some of these direct damage spells are 
also known as “X” spells, where the X 
refers to the amount of mana put into the 
spell. As an example, if you cast a 
Disintegrate with nine mana of any color 
and one red, it can do nine points of 
damage to a single target. Unless your 
Opponent has some sort of provision 


against direct damage in their deck, red 


direct damage spells can be the most cru- 
cial spells in the game when fyise to 
ensure your victory. 

There are drawbacks, though, to red 
magic, as mentioned earlier. First, there 


Bisintogrates, Falling Baek: 
_ning Bolts have careened through tl 
_ pages on. more than one occasion. The 


are the natural enemies of red mag 
blue and white. Both of these colors have 
spells specifically designed to counter 
red spells and neutralize red effects, and 
can also do some major harm to wizards 
who use red magic. A great example 
of this 
Conversion which turns all Mountains 
into Plains so long as the card remains in 
play. There is very little (if anything) that 
red can do about an enchantment like 
that, or any enchantment for that matter! 
You can see the limited ae to red magic 
here. 


With respect to the chaoui nature of 


the color, red can be its own worst 
enemy. There are many spells which deal 
with effects that could harm you just as 
easily as help you. For example, the 
enchantment Blood Moon, which turns 


all non-basic lands into Mountains, — 


could hurt you if you have non-basic 


lands in play—you don’t get to use them 


for their nifty special abilities anymore. 
You can start to see the more-than-oft 
chaotic nature surrounding red magic. 
With that in mind, take a close look at 
Jared Carthalion. His strongest magic, or 


most important thing he learned in this 
issue is a lesson all budding planeswalk- 
ers could learn: variety is indeed the 
spice of life. A balance of two or three 


colors is usually more effective then just 
a single color attack. Notice how he sum- 


moned the D’Avenant Archer first when 


direct damage? Kristina and the Shivan 
Dragon have perhaps taught him that a 
varied color use will yp allow fora 
stronger deck. 

Finally, what about that incredible 
battle between Liana and Ravidel?! I had 
a sneaking suspicion that Ravidel didn’t 
die against that Shivan Dragon (note the 
blue-black signature around the Battle- 
mage, even as he was caught in the drag- 
ee at the end of issue #4 of Shadow 

, but he certainly looks like he took 
a beating! The battle started off with a 
bang, especially when Liana summoned 


_ four Silver Ernes (2/2) and four Zephyr 


Falcons (1/1), both blue flying creatures! 
These are impressive creatures on many 


_ accounts, and they are some of the 


stronger creatures blue has to offer. First, 
they fly, and flying creatures can win the 


is the white enchantment — 


game when there are nothing but ground 
creatures in play. Second, the Falcons 
don’t tap when they attack, much as the 
Serra Angel (white creature) doesn’t tap 
when she attacks; this is a great ability 
when it comes to attacking and being 
ready for the defense. Third, the Ernes 
have “trample,” a great ability allowing 
them to do damage even though they 
may be blocked. Consider these critters 
if you like to use blue and are looking for 
some good creatures which are relatively 
inexpensive to cast. 

Ravidel counters this winged assault 
with a nifty spell combination. First, he 
casts Rip Tide, a blue spell which taps all 
blue creatures. This will even tap the 
Zephyr Falcons, which don’t normally 
tap when. attacking. Next, he casts 


_Siren’s Call. Siren’s Call is a blue spell 


which forces opponents to attack with all 


_ of their creatures. If they cannot attack, 


they will be destroyed. Indeed, tapped 


- creatures cannot attack, so all the Ernes 


and Falcons are destroyed. Great combo! 

Ravidel also follows this up by casting 
Spoils of Evil, which is a black spell that 
gains him one mana and one life for each 
creature in the target player’s graveyard. 
His target is obviously Liana, who just 
had eight additions to her graveyard! So, 
the damage from the winged assault is 
somewhat countered, but what is 
Ravidel going to do with all that mana? 
How about summoning the mighty 
Polar Kraken, a blue creature which is 
11/11 (that’s right: 11/11!), and has tram- 
ple to add insult to injury. The Kraken is 
mighty, but it has a cumulative upkeep 
of sacrificing a land; one turn, it is one 
land sacrificed, the next turn it is two 
lands, etc. That extended four-card com- 
bination is a handy one to remember for 
the future, should you ever be in a simi- 
lar situation! Hey, and what about 
Ravidel’s ominous Sylex?! More on this 
next issue, 

Thanks to the folks at Armada for 
another great issue. Keep them coming! 
Until next time, may the power of red 
magic be yours to control. 

Editor’s Note: Shawn only had room to 
talk about the first half of Liana’s duel with 
Ravidel. A free signed copy of an upcoming 
Magic book to the first reader who correctly 
identifies all Magic: The Gathering spells 
used in this issue's conflict. We'll throw in 
something extra if you can tell us how Liana 
might have survived the Polar Kraken’s 
attack long enough for Jared and Krieg to 
get there! 
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ENTER THE WORLD OF DECKMASTER™ 


FROM THE HEICHT OF THE ANTIQUITIES WAR. TO THE DEPTHS OF THE ICE AGE, 
THE DUELIST TAKES YOU ON A JOURNEY THROUGHOUT THE MULTIVERSE 


Fe" the creators of Magic™ 
comes The Duelist, the definitive 
reference for trading card game players 
and collectors. This bi-monthly 
magazine offers the latest in 
Deckmaster news; here you can 
learn the history of Dominia from its 
creators, brush up on deck-building 
strategies from the Magic world 
champion, and get the first look at 
upcoming trading card game releases. 
Full-color and art-intensive, each issue 
spotlights the work of a different artist, 
and every page features artwork and 
backgrounds by your favorite 
Deckmaster illustrators. 


he Duelist offers you the inside story on trading card games 
from the artists and designers defining the genre. 

So pick up a copy of The Duelist, and share in the dynamic 

4 world of Deckmaster. To subscribe, contact The Duelist at 

A (206) 226-6500. (Six issues $17.95, twelve issues $29.95.) 


Magic: The Gathering, Deckmaster, and The Duelist are trademarks of Wizards of the Coast. Wizards of the 
Coast is a registered trademark. Background by Drew Tucker, illustrations (from left to right) by Liz 
Danforth, Drew Tucker, Quinton Hoover, Julie Baroh, and Ron Spencer, © 1995. 
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JUSTICE IS ETERNAL, IT'S JUST THE WEAPONS THAT CHANGE. 


ETERNAL WARRIOR. IN OCTOBER. 


Ne — Qq 49: IN THE HOT ZONE. ETERNAL WARRIOR FIGHTS TO STOP A DEADLY PLAGUE. 
¥s | » THE ADVENTURES OF AN IMMORTAL WARRIOR AND HIS CRUSADE FOR JUSTICE. 
os BY JOHN OSTRANDER AND JACKSON GUICE. 


©1995 Acclaim Comics, Inc. ETERNAL WARRIOR is a registered trademark & ©1995 Acclaim Comics, Inc. 
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REALISTIC ATTRIBUTE SOUTHPAW? BULL? 


TECHNICIAN? FIGURE OUT 
| YOUR OPPONENT'S STYLE 
—OR PAY THE PRICE! 


LEVELS FOR ALL 
20BOXERS! | 
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“ACCLAIM’S MOTION CAPTURE TECHNOLOGY... 
TRUE BOXING REALISM! 


“I'M GONNA EAT YOU 
FOR LUNCH!” 


EXPLOSIVE 
2-PLAYER ACTION! 


SUPER NES 


trademark of A 


GAME BOY \ GAME GEAR 


5 of America, Proprietary Motion Capture Sysyem (MCS) is the sole property, of Acclair 
eclaim Ent | 71996 Acclaim Entertainment, ine, All rights reserved. *P: 
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MAN FOR REAL 
Acclaim Entertainment, Inc, All nights 1 
sions of ani For Real 


regulations established by owners and oj 


omotion not valid on Gam 
on facility. 
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